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A Note to Parents 


We want our learning activities to masquerade as games. If you have 
looked at this program and seen only the fun, here’s the learning that is 
occurring. 


A Gentle Introduction to the Computer 

This program is a gentle introduction to the use of the computer. We 
want children to understand that they can control computers, rather 
than being controlled by them. (It is also wonderful fora child to be able 
to control these marvelous, strange creatures.) 

The keyboard interaction has been kept as simple as possible. In the 
Make Window, children as young as three will be able to use the 2 keys 
that control the creation of numerous creatures. 

There are several activities in the program that require increasing skills 
or knowledge on the part of the user. Thus, the program has aspects 
that will appeal to children of several ages. 


Very Simple Programming 

The Dance Window is really an introduction to programming. A pro¬ 
gram is a series of instructions executed by a computer. In the Dance 
Window your child gives instructions to the computer (the dance steps 
the creature should do) and the computer executes those instructions 
(by making the creature dance). Most languages on microcomputers 
have two modes, immediate mode and execution mode. In immediate 
mode the instruction is executed immediately. In execution mode the 
instructions are stored and the computer executes them when it is told 
to do so. The Dance Page has both immediate and execution modes. 
When your child presses W and the creature waves immediately, the 
program is functioning in "immediate" mode. When your child com¬ 
pletes the program grid on the dance page and then presses RETURN 
to see the creature dance, the computer is functioning in " execution" 
mode. 


Pattern Matching Fun 

The Game Window has a pattern matching game that requires children 
to recognize dance patterns. Children observe the computer’s crea¬ 
ture dancing, determine the steps of which the dance is made, and 
program their creature to do exactly the same dance. There are three 
levels of difficulty in the pattern matching game. Pattern recognition 
and matching is a skill that is important in both math and reading. 
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About the Game 


With Creature Creator you can create thousands of crazy creatures 
and then make them dance. Or you can play a matching game with the 
computer. The computer will create a twin for your creature and make it 
dance. You have to make your creature do the same dance. 



The best way to become familiar with Creature Creator is to follow 
these steps. First, press 5 to watch the DEMONSTRATION. Then, press 
1 to MAKE a creature. When you’ve made a creature or two, press 2 to 
make your creature DANCE. When you make it dance, you’ll learn how 
to use the program squares. This will help you play the matching 
GAME. Press 5 to play the matching GAME. 


Getting Started 


Apple® II Plus and Apple lie computers: Put the Creature Creator 
diskette into the disk drive with the label facing up. Close the disk drive 
door, then turn on the computer and the monitor. 
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IBM-PC®: Put the Creature Creator diskette into the disk drive with the 
label facing up. Close the disk drive door and turn on the computer. 
This program requires a Color/Graphics Monitor Adapter. It will not 
work with the IBM monochrome monitor. 

Atari® 400,800 and 1200XL computers: Remove the BASIC cartridge. 
Then turn on the disk drive. When the top red light (the “BUSY” light) 
goes out, open the disk drive door. Insert the Creature Creator diskette 
with the label facing up and close the disk drive door. Turn on the 
computer and the monitor. 

Atari® 600XL, 800XL, 1400XL and 1450XLD computers: Turn on the 
disk drive first. When the top red light (the “BUSY” light) goes out, open 
the disk drive door. Insert the Creature Creator diskette with the label 
facing up and close the disk drive door. Hold down the OPTION key. 
Turn on the computer and the monitor. 

The program will start automatically. If you want a Demonstration, press 5. 

Press 1 to MAKE a Creature 

Load the program into your computer. (For details, see page 2.) The 
computer will automatically show you a demonstration. Press 1 to 
make a new creature. 

To select the head, arms, bodies, and legs, press the SPACE BAR to 
highlight one of the features. 


iBiHiH 2-Dance 3 Cawe 4-Help 5-Deuo 

To see all of the different heads (or legs, arms, or bodies), press 
RETURN until you find one you like. 

Press 2 to make your creature dance. 



MBKE HinX»? 


0 KflD 

CH 1=1 RRHS 

□ BOOT 

JIL mm 


Press RETURN to 
change the creature’s 


Press the SPHCE BHR 
to select the HERD- 
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Press 2 to PROGRAM a Dance 


Press the letter that matches the action you want to see: 

Head 

R - Roar 
T - Turn head 

Arms 

G - Grab 
W - Wave 

Legs 

H - Hop 
S - Stomp 

Press ESC to write a program for the dance. 


DHHCt Hindon 


R-Roar T-Tirn Head 
C-Crab H-Have 
H-Hop S-Stonp 


Press these letters 
to Make the creature 
wove- 


Press ESC to prograM 
a dance- 



1 -Wafce WliMiWj 3-CaMe 4-Help 5-Dewo 


Fill in the program squares at the top of the screen. 

Use the arrow keys to move the cursor if you have an Apple lie, 
IBM-PC, or an Atari. (Apple II Plus owners use the I, J, K, M keys.) 
Type the letter for the action you want and then move the cursor to the 
next box. 
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Use the space bar to erase. 

Press RETURN to start the dance. 
Press RETURN to stop the dance. 


DflHCE Hindot* 


HEM) 

RRHS 

LEGS 


jBWlHilMlMlWlUlMl 


□□□□□□□□ 

□□□□□□□□ 


R-Roar T-Turn Head 
G-Grab H-Have 
H Hop S-StOMP 


Press I to wove up, 

J to wove left, 

K to Move right, 
H to Move down- 


RETURH to start dance, 
RETURN to stop- 
ESC to go back to 
single coMMands- 



1-HakeEBjEEES 3-GaMe 4-Help 5-Deno 


Press 3 to PLAY the Game 



moon 

1 Press 


u I to Move up, 

Q J to Move left, 

K to Move right, 
H to Move doHn- 

R-Roar 

T-Turn 

G-Grab 

H-Have 

H Hop 

S-StOMP 

RETURH 

to start 

or stop 

dancing- 

ESC to change 

levels- 





1-Hake 2-Dance 


3-GaMe 


4-Help 5-DeMO 






































The program will ask you if you want to see instructions for how to play 
the game. Press Y (yes) or N (no) and then press RETURN. 

Begin by watching the dance done by the computer’s creature. The 
computer’s creature is labeled “Mine” and your creature is labeled 
“Yours.” 

Analyze the dance. In the easiest level only one part of the body will 
move at once. In the harder levels there will be two or three movements 
occurring at the same time. 

Put into the program squares the letters that will make your creature do 
the same dance. 


HTnctow' 


I to mow up, 

J to Move left* 
K to Move ri^ity 
H to Move dom- 

R-Roar T-Tura 
G-Grab H-Have 
H-Hop S-STomp 

RETURN to start 
or stop dancing- 
ESC to change 
levels. 



1-Hake 2-Dance 


3-GaMe 


4-Help 5-DeMO 


Press RETURN to see both creatures dance at once. 

Watch both creatures dance. 
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If you are right, the computer will tell you so and you will see both 
creatures dancing in unison. 



If the dances are not the same, watch carefully and find the difference. 

Change the dance steps in the program squares. Then press RETURN 
and watch again to see if you are right. 


Helpful Hint - When analyzing a complicated dance it is sometimes 
helpful to look just at the legs and write the program for them. Press 
RETURN to see if you were correct. Then look at the arms and write the 
program for them. Press RETURN to check your program. Finally, write 
the program for the head and then press RETURN. 
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Varying the Difficulty of Play 

Press ESC to change the difficulty level. There are 3 levels of difficulty 
in the matching game: easy, medium, and hard. In the easy level only 
one part of the body will move at a time. Notice in the program squares 
that only one of the three squares has a letter in it. 


* 


6HE llindoM- 

Press 

I to wove up« 

J to Move lefty 
K to Move right, 
H to Move doMn- 

R-Roar T-Tum 
6-Grab H-Have 
H-Hop S-StOMp 

RETURN to start 
or stop dancing. 
ESC to change 
levels. 


I HERD 
flRHS 

( LEGS 





l Make 


2-Dance 


3-Cawe 


4-Help 5-Dewo 


In the medium level two parts of the body may move at once. Notice in 
the program squares below that the head is roaring at the same time 
the foot is stomping. 


* 


Press 
I to Move up, 

J to Move left) 

K to Move right, 
H to Move down. 

R Roar T-Turn 
G-Grab H-Have 
H-Hop S-StOMp 

RETURN to start 
or stop dancing. 
ESC to change 
levels- 


HERD 

imur 

rmnb 

LEGS 


m 



l-Hake 2-Dance| 
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3-GaMP 


4-Help s-OeMO 



























































In the hard level all three body parts may move at once. In the program 
squares below you see that the head is turning, the arms are waving 
and the foot is stomping all at the same time. 


*< 


mtrtssE* — 

Press 

I to Move up* 

J to Move lefty 
K to Move right* 
If to Move doHfi- 

R-Roar T-Turn 
G-Grab H-Have 
H-Hop S-Stomp 

RETURN to start 
or stop dancing• 
ESC to change 
levels- 



LEGS 


T 

T 







• 








H 

G 















S 

H 
















1-Hake 2-DanceI 


3-GaMe 


4-Help 5-DeMO 


As you have seen, at each level the dance starts with just two steps. 
The creature will dance these two steps over and over again until you 
press RETURN to stop the dance. As the creature dances, the step is 
highlighted in the program squares. 

When you have succeeded in making your creature do the same 
dance as the computer’s creature, the computer will create a new 
dance with one more step in it. If you keep getting them right, 
the dances will get longer and longer until all of the program squares 
are filled. 
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Press 4 to Get HELP or Adjust the Program 


mr w i n AiH 


Press! 

1 to create a creature 

2 to Make it dance 

3 to play the g a m e 

4 to cone back here 

5 for a demonstration 

ft to set sound 
B to set color 
C to set background 
D to set game level 



l-Hake 2-Dance 3-CaMeEfl!9l3 S-Demo 


(Please note that the HELP window in some computer versions of 
Creature Creator will not have all of these options.) 

The HELP window tells you how to get from one part of the program to 
another. It also lets you make certain changes that will affect your 
program and the way it looks on your screen. 

Select A to set the sound. Answer the question with Y for yes or Nfor no, 
and then press RETURN. 

Select B to adjust the color on your TV set to match the names of colors 
on the screen. Use your “hue” or “tint” knob on the TV set. Press 
RETURN when you’ve finished. 

Select C and answer Y for a black background or N for a white 
background, and press RETURN. 

If you are using the IBM-PC with an RGB monitor, you will not be able to 
see the creatures’ colors. It is recommended that this product be used 
with a composite color monitor or a regular TV set. 
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In all versions you can select the difficulty level. Press the number of 
the difficulty level you want and then press RETURN. 


Lewi of difficulty? 
Press: 

1 - easy 

2 - MediuM 

3 - hard _ 

(and press RETURN) 

■ 



1-Make 2-Dance 3-GaMeKBiE3l3 5-Dewo 


Press 5 to See a DEMONSTRATION 

Press 5 to see how the program works. 

Press 1, 2, or 3 to play with the creature after you’ve seen the 
demonstration. 




1-Hake 2-Dance 3-Gane 4-Help j-C . 1?'1 
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Notes 
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Customer Support 

If you have any questions about using Creature Creator, call the 
DesignWare Hotline. For customers outside of California, the toll 
free number is 800-572-7767. For residents of California, call 
(415) 546-1866 collect. 


LIMITED 90-DAY WARRANTY 

DesignWare warrants to the original consumer purchaser that the DesignWare disk, 
not including Computer Program, shall be free from any defects in material or work¬ 
manship for a period of 90 days from the date of purchase. 

Any DesignWare disk which is found to be defective during the warranty period will 
be replaced by DesignWare. Return the disk, accompanied by proof of date of 
purchase satisfactory to Desi'gnWare, no later than one (1) week after the end of the 
warranty period, shipping charges prepaid, to: DesignWare, Inc., Customer Relations, 
185 Berry Street, San Francisco, CA 94107. 

This warranty shall not apply if the disk has been damaged by negligence, accident, 
unreasonable use or by any other causes unrelated to defective materials or 
workmanship. 

DesignWare shall not be liable for incidental and/or consequential damages for the 
breach of any express or implied warranty including damage to property and to the 
extent permitted by law, damages for personal injury, even if DesignWare has been 
advised of the possibility of such damages. 

All DesignWare Computer Programs and related informational materials are distrib¬ 
uted on an “as is" basis without warranty of any kind. Any statements concerning 
capabilities or utility of a Computer Program are not to be construed as express or 
implied warranties. The entire risk as to the quality and performance of such Programs 
is with the purchaser. 

This warranty shall not be applicable to the extent that any provision of this warranty is 
prohibited by any federal, state or municipal law which cannot be preempted. This 
warranty gives you specific legal rights and you may also have other rights which vary 
from state to state. 
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CREATURE CREATOR 

DO THE MONSTER MATCH 

Explore the computer with fun-filled 
programming and pattern matching games. 

• Build creatures by selecting heads, bodies, arms and legs. 

• Literally thousands of different combinations. 

• Learn programming fundamentals by making the creatures dance. 

• Dance a duet with a twin partner created by the computer. 

• Pattern recognition and matching activity. 

• Perfect for individual or group play. 

• A friendly, colorful learning game for children 4 to 8 years old. 

• Great entertainment for all ages. 



Parents: This DesignWare software program combines wholesome entertainment with 
solid educational content. Children develop skills in pattern recognition and matching, 
both helpful in learning reading and math. They also learn to “program” a dance using 
a simple language. 


l>c/k)nUlarc 
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